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SYSTEMAND METHOD FOR GRANTING 
N-GAME BONUSES TO A USER 

FIELD 

The disclosure relates to video games and more specifi 
cally, a way of providing in-game bonuses to a user. 

BACKGROUND 

Many video games involve a user controlling an on 
screen persona. Examples are a character (e.g., Mario in 
Super Mario Bros. by NINTENDO), a vehicle (e.g., a ship 
in Galaga by MIDWAY GAMES Inc.), a realm (e.g., a city 
Such as in SimCity by MAXIS, or a military group (e.g., 
Terrans in StarCraft by BLIZZARD ENTERTAINMENT). 
Many of these games provide a way for the persona to obtain 
a bonus to make the persona more powerful or the game 
easier to play, e.g., through power ups or virtual items, or by 
developing certain technologies as part of the gameplay. 

SUMMARY 

Described herein is technology for providing bonuses to 
members of an affiliation, such that a users in-game persona 
is provided with one or more bonuses based on their 
association with one or more game affiliations. The bonuses 
may be awarded to affiliations and may be based on an 
in-game virtual item that may have both quality-based 
bonuses and level-based bonuses. The virtual item may 
provide one or more benefits to the users, wherein the 
quality-based bonuses and the level-based bonuses may 
provide benefits proportional to the level and/or amount of 
the bonus. In some implementations, the bonus conferred 
may be weighted based on which slot in an interface, 
configured to facilitate upgrading/downgrading of virtual 
items, the virtual item is placed. 
One aspect of the disclosure related to a system for 

granting bonuses to a users in-game persona. The system 
may comprise one or more physical computer processors 
configured by machine-readable instructions to facilitate one 
or more elements, components, or components of a com 
puter program. 

The one or more processors may be configured to manage 
one or more affiliations within a game. The affiliations may 
comprise a discrete group of users with a relationship having 
a functional significance within the game that has an impact 
on game play. The affiliations may have associated affiliation 
virtual items that provide a benefit to members of the 
affiliation. For example, the one or more affiliations may 
include a first affiliation having an associated first affiliation 
virtual item that provides a benefit to members of the first 
affiliation. 
The one or more processors may be configured to receive 

input by the user that indicates a first affiliation virtual item 
to upgrade or downgrade. Virtual items may have levels 
having level values indicating an ability and/or a benefit 
level of the virtual item. Virtual items may have quality 
levels indicating individual qualities that the virtual item 
may have or may provide to the user and/or user character 
within the game. The levels and/or qualities may be 
upgraded or downgraded by the user. Upgrading the levels 
and/or qualities may increase or decrease abilities of the 
item and/or benefits provided to the user and/or user char 
acter. 
The one or more processors may be configured by 

machine readable instructions to upgrade the first affiliation 
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2 
virtual item, wherein upgrading the first affiliation virtual 
item increases a benefit to the members of the affiliation. The 
one or more processors may be configured by machine 
readable instructions to downgrade the first affiliation virtual 
item, wherein downgrading the first affiliation virtual item 
reduces a benefit to the members of the affiliation. Upgrad 
ing an affiliation virtual item may include increasing the 
level and/or level value of the affiliation virtual item and/or 
increasing the number of bonuses provided by the affiliation 
virtual item and/or increasing the quality value of the 
bonuses provided by the affiliation virtual item. Downgrad 
ing an affiliation virtual item may include decreasing the 
level and/or level value of the affiliation virtual item and/or 
decreasing the number of bonuses provided by the affiliation 
virtual item and/or decreasing the quality value of the 
bonuses provided by the affiliation virtual item. 
The one or more processors may be configured to define 

an interface that allows a user to place the first affiliation 
virtual item in a first slot within the interface. The first 
affiliation virtual item may comprise a first quality value 
and/or a first level value. The first quality value and/or the 
first level value may provide an associated first benefit level 
to the members of the affiliation. The one or more processors 
may be configured by machine readable instructions to 
receive input by the user to place the first affiliation virtual 
item in the first slot. 
The one or more processors may be configured by 

machine readable instructions to establish, responsive to 
reception of the input, a set of one or more quality bonuses 
based on the first quality value of the first affiliation virtual 
item. Responsive to reception of the input, a level bonus for 
each of the one or more quality bonuses based on the first 
level value may be established. 
The interface may be caused to offer the user the ability 

to upgrade the first affiliation virtual item. Upon acceptance 
of the offer, a determination of whether the first virtual item 
is upgraded or broken may be determined. The level bonus 
for each of the one or more quality bonuses may be 
increased, responsive to the first virtual item being 
upgraded. The level nonus for each of the one or more 
quality bonuses and the level bonuses may be decreased, 
responsive to the first virtual item being broken. 
The one or more processors may be configured by 

machine readable instructions to provide each of the one or 
more quality bonuses and the level bonus for each of the one 
or more quality bonuses to the in-game personas of the 
members of the affiliation. 

In some implementations, providing each of the one or 
more quality bonuses and/or the level bonus for each of the 
one or more quality bonuses (collectively “the bonuses') 
involves modifying the bonuses based in part on a bonus 
weighting value that is associated with the slot that the 
affiliation virtual item is placed in in the interface, and then 
providing the modified bonuses to the user. 

In some implementations, the interface may be caused to 
offer to the user the ability to enhance the one or more 
quality bonuses (which is different than upgrading the level 
value). If the user accepts the offer to enhance the item, the 
method may include determining whether the affiliation 
virtual item is enhanced or broken. If the affiliation virtual 
item is enhanced, an additional quality bonus may be added 
to the set of one or more quality bonuses. If the item is 
broken however, each of the one or more quality bonuses 
and the level bonus for each of them may be decreased, in 
Some versions decreased to the point of being negated. 
The one or more processors may be configured by 

machine readable instructions to obtain a set of probabilities 
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for upgrading or enhancing the affiliation virtual item and 
upgrading or enhancing the affiliation virtual item based on 
the obtained set of probabilities. The obtained set of prob 
abilities may be associated with additional virtual items, 
such that individual ones of the additional virtual items may 
have higher probabilities when used to enhance or upgrade 
an affiliation virtual item compared to other virtual items. 

In some versions, determining whether the affiliation 
virtual item is upgraded/enhanced or broken involves 
assigning a percentage likelihood of the affiliation virtual 
item being upgraded/enhanced, generating a random num 
ber, and then upgrading/enhancing the affiliation virtual item 
if the random number is less than the percentage likelihood 
of the virtual item being upgraded/enhanced or breaking the 
virtual item if the random number is greater than the 
percentage likelihood. In some implementations, the offer to 
upgrade/enhance the virtual item may include a requirement 
that the user pay an amount of virtual currency to accept the 
offer. Additionally or alternatively, the offer to upgrade/ 
enhance the virtual item may include an option for the user 
to prevent the virtual item from breaking if the user provides 
a second virtual item. The offer to upgrade/enhance the 
virtual item may include an option for the user to increase 
the chance of the virtual item being upgraded/enhanced by 
providing a second virtual item. 

In some versions, the interface may have multiple slots for 
virtual items. In these versions, the method may include 
allowing the user to place a second virtual item in a second 
slot within the interface. The second virtual item may have 
its own level value and/or a quality value. If this is done, 
bonuses may be provided to the user based on the second 
virtual items level value and quality value. The processors 
may be configured to obtain a set of probabilities for 
upgrading the first affiliation virtual item, wherein the set of 
probabilities is based on the level value and/or quality value 
of the second virtual item. The first affiliation virtual item 
may be upgraded or downgraded based on the obtained set 
of probabilities. 

In some implementations, the user is offered the ability to 
repair the virtual item if it is broken. The offer to repair the 
virtual item may include a requirement that the user pay an 
amount of virtual currency or provide virtual items to accept 
the offer. If the user accepts the offer, the broken item may 
be repaired and the quality bonuses and the level bonus for 
each quality bonus may be increased and/or restored. A set 
of probabilities may be obtained which may be used when 
restoring the previously broken affiliation virtual item. The 
probabilities may be based on the amount of virtual currency 
of virtual items provided to accept the offer. 

In some versions, the interface may be caused to offer the 
user the ability to enhance the affiliation virtual item. 
Enhancing may refer to adding additional quality bonuses to 
an item, e.g., if an item currently has two quality bonuses, 
after being enhanced the item may have three quality 
bonuses. In these versions, the method may include deter 
mining, responsive to the user accepting of the offer, 
whether the virtual item is enhanced or the virtual item 
becomes broken. If the item is enhanced, an additional 
quality bonus is added to the set of one or more quality 
bonuses responsive to the first virtual item being enhanced. 
If the item is broken, each of the one or more quality bonuses 
and the level bonus for each may be decreased responsive to 
the virtual item being broken. Then, each of the one or more 
quality bonuses and the level bonus for each of the one or 
more quality bonuses are provided to the users in-game 
persona. 
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4 
The offer to upgrade the affiliation virtual item may be 

provided to individual ones of the users of an affiliation 
when those users have progressed to or past a specified point 
in the game, amassed a specified amount of experience 
points, resources or completed other achievements in the 
game. The offer to upgrade the affiliation virtual item may be 
provided to users of an affiliation when a threshold number 
of the users have achieved a specified accomplishment in the 
game. Such as passed a specified point in the game, amassed 
up to or in excess of a specified amount of experience points, 
resources, etc. 
The offer to upgrade the affiliation virtual item may be 

provided to members having an affiliation in response to at 
least a specified threshold of affiliation members each con 
tributing a specified second virtual item and/or a specified 
amount of a second virtual item. Second virtual items may 
be virtual items usable in the game. Second virtual items 
may be virtual currency associated with the game. 

Notifications may be provided to members of the affili 
ation notifying them of the progress to upgrading the affili 
ation virtual item. For example, to members of the affiliation 
who have yet to contribute, a notification may be provided 
providing an indication of the number of members of the 
affiliation who have contributed and/or the number of mem 
bers required to contribute to upgrade the affiliation virtual 
item. 

Offers to upgrade the affiliation virtual items may be 
provided during events in the game. Such that the offer 
becomes available to users at the commencement of the 
event, and ceases to be available at the cessation of the 
event. 

These and other objects, features, and characteristics of 
the system and/or method disclosed herein, as well as the 
methods of operation and functions of the related elements 
of structure and the combination of parts and economies of 
manufacture, will become more apparent upon consideration 
of the following description and the appended claims with 
reference to the accompanying drawings, all of which form 
a part of this specification, wherein like reference numerals 
designate corresponding parts in the various figures. It is to 
be expressly understood, however, that the drawings are for 
the purpose of illustration and description only and are not 
intended as a definition of the limits of the invention. As 
used in the specification and in the claims, the singular form 
of “a”, “an', and “the include plural referents unless the 
context clearly dictates otherwise. 

BRIEF DESCRIPTION OF THE DRAWINGS 

FIG. 1 illustrates a system configured to extend a user's 
play of an online game; and 

FIG. 2 depicts an interface to upgrade an affiliation virtual 
item; 

FIG.3 depicts an interface to enhance an affiliation virtual 
item; 

FIG. 4 depicts a method, executed on a computer proces 
Sor, for granting bonuses to a users in-game persona; 
FIG.5 depicts a method that is used in some embodiments 

for determining whether the affiliation virtual item is 
upgraded/enhanced or broken; 

FIG. 6 depicts a method of repairing the virtual item if it 
is broken; and 

FIG. 7 depicts an interface that has one or more slots 
where virtual items may be placed. 
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FIG. 8 depicts an interface to facilitate enhancing an 
affiliation virtual item. 

DETAILED DESCRIPTION 

FIG. 1 illustrates a system 100 configured to grant 
bonuses to a user's in-game persona. System 100 may 
enable users to play the online game. The online game may 
be any type of game accessible through any type of network. 
For example, the online game may be an online Social game, 
and, system 100 may enable an individual user to log into the 
online game from any of a plurality of different game 
platforms. In some implementations, system 100 may 
include a server 105. Server 105 may be configured to 
communicate via one or more electronic communication 
links with one or more client computing platforms 110 
and/or secondary servers 115 according to a client/server 
architecture communicated over a network 120, e.g., the 
Internet, wide area network (WAN), local area network 
(LAN), or the like. The users may access system 100 and/or 
the online game via client computing platforms 110. In some 
implementations, system 100 may include other elements. 
Server 105 is illustrated as a single element in FIG. 1, but 
may be comprised of multiple elements, such as a virtual 
space server, a system server, and/or other elements. 

Server 105 may be configured to execute one or more 
computer program components. The one or more computer 
program components may include one or more of a space 
component 125, a user account component 130, a notifica 
tion component 135, and interface component 140, a bonus 
component 145, an upgrade and enhancement resolution 
component 150, an item level upgrade component 155 and 
item quality enhancement component 160, an item repairing 
component 165, an relationship component 170, and/or 
other components. 

Space component 125 may be configured to host a virtual 
space for access by users via client computing platforms 
110. Space component 125 may be configured to implement 
the instance of the virtual space executed by the computer 
components to determine the state of the virtual space. The 
state may then be communicated (e.g., via streaming visual 
data, via object/position data, and/or other state information) 
from server 105 to client computing platforms 110 for 
presentation to users. The state determined and transmitted 
to a given client computing platform 110 may correspond to 
a view for a user character being controlled by a user via the 
given client computing platform 110. The state determined 
and transmitted to a given client computing platform 110 
may correspond to a location in the virtual space. The view 
described by the state for the given client computing plat 
form may correspond, for example, to the location from 
which the view is taken, the location the view depicts, and/or 
other locations, a Zoom ratio, a dimensionality of objects, a 
point-of-view, and/or view parameters of the view. One or 
more of the view parameters may be selectable by the user. 
The views may be presented to the users within user 

interfaces of applications being executed on client comput 
ing platforms 110 (e.g., web browsers). In some implemen 
tations, individual client computing platforms 110 may 
execute instances of the virtual space. In such implementa 
tions, client computing platforms 110 may generate views 
from a locally executed instance, or may receive view 
information from another client computing platform 110 in 
a peer-to-peer configuration. Space component 125 may 
execute an instance of the virtual space used to update, 
authenticate, confirm results from, and/or work in other 
ways with the instances of the virtual space executed locally 
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6 
on client computing platforms 110 to provide a virtual space 
in which users can interact with each other. 

In some implementations, the virtual space (and/or the 
online game) may be accessed through one of a plurality of 
different gaming platforms, social platforms, social gaming 
platforms, social networking platforms, application plat 
forms and/or other platforms provided by one of secondary 
servers 115. Any platform that can provide games or virtual 
spaces and allows users to interact, e.g., Kabam.com, Steam, 
Kongregate, and the like, are within the scope of the 
invention with respect to “platforms. In such implementa 
tions, accessing the virtual space through a given platform 
may include logging into the virtual space through the given 
platform, receiving a view of the virtual space within a user 
interface associated with the given platform (e.g., within a 
web page hosted by the given Social networking platform), 
and/or other mechanisms for accessing the virtual space 
from the given platform. 
The users may participate in the virtual space (and/or the 

online game that takes place therein) by inputting input 
commands to their respective client computing platforms 
110 that request an action to be taken within the instance of 
the virtual space (e.g., manipulate an object, build a build 
ing, control a character, and/or other actions). The input 
commands may then be implemented in the virtual space 
through the initiation of the requested actions (e.g., by space 
component 125 on server 105, in one or more instances of 
the virtual space on client computing platform(s) 110, etc.). 
The instance of the virtual space may comprise a simulated 
space that is accessible by users via clients (e.g., client 
computing platforms 110) that present the views of the 
virtual space to a user. The simulated space may have a 
topography, express ongoing real-time interaction by one or 
more users, and/or include one or more objects positioned 
within the topography that are capable of locomotion within 
the topography. In some instances, the topography may be a 
2-dimensional topography. In other instances, the topogra 
phy may be a 3-dimensional topography. The topography 
may include dimensions of the space, and/or surface features 
of a surface or objects that are “native' to the space. In some 
instances, the topography may describe a surface (e.g., a 
ground Surface) that runs through at least a substantial 
portion of the space. In some instances, the topography may 
describe a volume with one or more bodies positioned 
therein (e.g., a simulation of gravity-deprived space with 
one or more celestial bodies positioned therein). The 
instance executed by the computer components may be 
synchronous, asynchronous, and/or semi-synchronous. 
The above description of the manner in which state of the 

virtual space is determined by space component 125 is not 
intended to be limiting. The space component 125 may be 
configured to express the virtual space in a more limited or 
more rich manner. For example, views of the virtual space 
presented to the users may be selected from a limited set of 
graphics depicting an event in a given place within the 
virtual space. The views may include additional content 
(e.g., text, audio, pre-stored video content, movable icons, 
avatars, and/or other content) that describes particulars of 
the current state of the space, beyond the relatively generic 
graphics. For example, a view of the virtual space may 
depict a given location in a relatively static manner that may 
or may not include representations of the characters, build 
ings, or a realm present at the location. In some implemen 
tations of the online game, buildings or an entire realm may 
perform actions in a manner similar to the way characters 
perform actions in other games, e.g., attack other players, 
other player's characters, other player's buildings, or per 
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form similar defensive actions. Additionally or alternatively, 
buildings or a realm may generate resources or units of 
characters that can perform actions on behalf of the user. 
Text may be used to express the actions of the characters, 
buildings, or realm present at the location (and/or effects of 
the actions or properties), and/or actions of the characters, 
buildings or realm (and/or effects) may be represented with 
a relatively limited set of still images and/or short anima 
tions. For example, a battle, a meeting, a game, and/or other 
activities at the given location may be depicted in this 
manner. Other expressions of individual places within the 
virtual space are contemplated. 

Within the instance of the virtual space (or other virtual 
environment) executed by space component 125, users may 
control characters, buildings, or a realm to interact with the 
virtual space and/or each other. As used herein, the terms 
“character”, “building, or “realm’ may refer to an object (or 
group of objects) present in the virtual space that represents 
an individual user as an in-game persona. The in-game 
persona may be controlled by the user with which it is 
associated. The in-game persona may interact with the 
virtual space (e.g., non-player characters in the virtual space, 
other objects in the virtual space), or the in-game persona 
may be relatively static visually within views of virtual 
space. The in-game persona representing a given user may 
be created and/or customized by the given user. The in-game 
persona may have an “inventory of virtual goods and/or 
currency that the user can use (e.g., by manipulation of a 
character, a building, or a realm or other user controlled 
element, and/or other items), display, gift, and/or otherwise 
interact with within the virtual space. 
The users may participate in the instance of the virtual 

space by controlling one or more of the available user 
controlled elements in the virtual space. Control may be 
exercised through control inputs and/or commands input by 
the users through client computing platforms 110. The users 
may interact with each other through communications 
exchanged within the virtual space. Such communications 
may include one or more of textual chat, instant messages, 
private messages, voice communications, and/or other com 
munications. Communications may be received and entered 
by the users via their respective client computing platforms 
110. Communications may be routed to and from the appro 
priate users through server 105 (e.g., through space compo 
nent 125). 
The instance of the virtual space and/or the game that 

takes place therein may be persistent. That is, the virtual 
space and/or the game may continue on whether or not 
individual players are currently logged in and/or participat 
ing in the game. A player that logs out of the virtual space 
and then logs back in some time later may find the virtual 
space has been changed through the interactions of other 
players with the virtual space during the time the player was 
logged out. These changes may include changes to the 
simulated physical space, changes in the players inventory, 
changes in other players inventories, changes experienced 
by non-player characters, and/or other changes. 

User account component 130 may be configured to man 
age user accounts associated with individual users. The user 
accounts may include information stored by server 105, one 
or more of the client computing platforms 110, and/or other 
storage locations. The user accounts may include, for 
example, information identifying users (e.g., a username or 
handle, a number, an identifier, and/or other identifying 
information) within the virtual space, security login infor 
mation (e.g., a login code or password), virtual space 
account information, Subscription information, virtual cur 
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8 
rency account information (e.g., related to currency held in 
credit for a user), relationship information (e.g., information 
related to relationships between users in the virtual space), 
virtual space usage information, demographic information 
associated with users, interaction history among users in the 
virtual space, information stated by users, purchase infor 
mation of users, browsing history of users, a client comput 
ing platform identification associated with a user, a phone 
number associated with a user, and/or other information 
related to users. 
As mentioned above, in Some implementations, the user 

account component 130 includes information about one or 
more inventories of virtual items associated with the user 
account and available to a user's in-game persona. For a 
given user, the user account may include information for one 
or more in-game personas that are associated with the user 
in the virtual space. The in-game personas may be persistent 
within the virtual space. The in-game personas may be 
controllable by the given user in the virtual space. Control 
ling the in-game personas may enable the given user to 
advance within the online game (e.g., as the user progress 
through the game content available in the virtual space). The 
given user may be able to control a plurality of the in-game 
persona within the virtual space simultaneously. The given 
user may only be able to play one of the in-game personas 
in the online game in the virtual space at a time. Individual 
ones of the in-game personas may be unique within the 
Virtual space (e.g., have a unique appearance, a unique 
name, a unique score or inventory, and/or be unique in other 
ways). The in-game personas for which information is saved 
in the user profile of the given user may be exclusive to the 
given user. That is, the given user may be the only user that 
controls those in-game personas. The information included 
in the user account for a given in-game persona may include 
one or more of a progress level, a status, a score, an 
inventory, and/or other information. 
The information included in the user accounts may 

include authentication information for platforms provided 
over one or more networks, for example, Social network 
authentication information, game platform authentication 
information, social media authentication information, and/or 
other types of authentication information. Social authenti 
cation information for a given user may include authentica 
tion information used to log into a social networking plat 
form (e.g., username, password, and/or other authentication 
information), an identifier or other authentication informa 
tion assigned to the given user by a social networking 
platform (e.g., without disclosing the authentication infor 
mation to the given user), an authentication token or key, 
and/or other authentication information. User account com 
ponent 130 may be configured such that an individual user 
may have a user account that includes Social network 
authentication information from a plurality of different 
Social networking platforms. This may enable the user to log 
into the virtual space (and/or the online game) from any one 
of the plurality of different social networking platforms. This 
may enhance accessibility to the virtual space (and/or the 
online game) for the user, in contrast to conventional sys 
tems in which a user logging into an online game can only 
do so from an individual Social networking platform. 

Notification component 135 may be configured to gener 
ate notifications to platforms, such as Social networking 
platforms, gaming platforms, and/or other platforms, indi 
cating activity by the users in the online game session. This 
may include, responsive to a user performing an action in the 
online game session that triggers a notification, generating 
notifications of the action to a plurality of Social networking 



US 9,675,891 B2 

platforms on which the user has accounts. The notifications 
may cause an indication of the action to be displayed on 
walls (explained below) or similar spaces of the user in the 
Social networking platforms. The notifications may provide 
indications to users of the Social networking platforms that 
are linked with the user (e.g., through a friend relationship, 
through a link, and/or other relationships). The notifications 
may be selectable by the other users to gain access to the 
virtual space (and/or the online game). Generating the 
notifications for the individual user to a plurality of social 
networking platforms may be enabled by the storage by user 
account component 130 of information related to user 
accounts of the individual user on the plurality of social 
networking platforms (e.g., Social network authentication 
information and/or other information). 

Secondary servers 115 may be configured to host a 
plurality of secondary platforms. Secondary platforms may 
include online services or and/or sites that focus on building 
and reflecting networks or social relations among people. 
Secondary platforms may include online services that are 
focused on game play with collaborative elements, such that 
teams of users within the games, or across multiple games 
are formed through the secondary platforms. These services 
and/or sites may enable users to form connections between 
each other that signify friendships, game relationships, kin 
ship, romantic relationships, professional relationships, and/ 
or other relationships. These services and/or sites typically 
enable communication between users, and may provide 
individual users with “walls’. The secondary platform may 
facilitate notification to other users of the user's activities 
within or associated with the secondary platform. For 
example, the notifications may provide information on the 
user's activities within one or more of the games provided 
through, or associated with, the secondary platform. Other 
examples are a users wall in a Social networking platform 
which may refer to a set of content that is available for 
viewing by other users (e.g., users that are linked to the 
user), and pertains to the user. The content on the users wall 
may include content posted by the user, content posted by 
other users (e.g., users linked to the user), and/or other 
content. Content from the user's wall may be provided to 
other users (e.g., in their “feeds) in a broadcast manner. 
The relationship component 170 may be configured to 

establish relationships between users within the virtual 
space. Such relationships may include one or more of 
friendships, guilds (with guild-mates), alliances, connec 
tions, followers, affiliations, and/or other relationships. The 
relationship component 170 may establish relationships 
based on relationship requests and acceptances received 
from users. Establishment of a relationship may be initiated 
by a single communication (e.g., a request) initiated by a 
given user requesting a relationship between the given user 
and one or more other users. Establishment of a relationship 
may require a first communication from the given user to be 
approved by the one or more other users. Relationships may 
include one or more types of relationships that have a 
functional purpose or impact within the virtual space, and/or 
one or more types of relationships that a Social construct 
within the virtual space that does not have a functional 
result. 

Relationships between users may have a functional sig 
nificance within the game. Such functional significance may 
impact game play. The relationship component 170 may be 
configured to manage one or more affiliations within a game. 
The relationship component 170 may be configured to 
manage one or more affiliations across multiple games 
provided by the same game provider and/or provided by 
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multiple game providers. The relationship component 170 
may be configured to obtain relationship information about 
users from one or more games, or other online platforms, 
Such as Social networking platforms, blogs, internet usage 
history, and other online entities, to determine relationships 
of the user. The relationship component 170 may be con 
figured to provide recommendations to users for establishing 
affiliations and/or relationships based on the obtained rela 
tionship information about the users. 
The affiliations may comprise a discrete group of users 

with a relationship having a functional significance within 
the game that has an impact on game play. The affiliations 
may have associated affiliation virtual items that provide a 
benefit to members of the affiliation. For example, the one or 
more affiliations may include a first affiliation having an 
associated first affiliation virtual item that provides a benefit 
to members of the first affiliation. 

Interface component 140 may be configured to provide a 
user with an interface with one or more slots, with each slot 
configured to store an affiliation virtual item. An example of 
the interface is shown in FIG. 7. In FIG. 7, the interface 700 
has one or more slots 705, 710, 715, 720 where affiliation 
virtual items may be placed. In FIG. 7, a “Wondrous Throne 
of Rage +0” is in slot 705. A “card” portion 725 of the 
interface may show the user bonuses that the affiliation 
virtual item confers on the users in-game persona. The 
affiliation virtual items may have a quality value, e.g., from 
lowest quality to highest: Simple, Common, Uncommon, 
Rare, Epic, or Wondrous. There may be one or more quality 
bonuses that are based on the quality value, with a higher 
quality value conferring more quality bonuses to the affili 
ation virtual item. For example, a quality level of Simple 
may provide Zero or no quality bonuses to the item. A quality 
level of Common may provide one quality bonus to the item. 
A quality level of Uncommon may provide two quality 
bonuses to the item. A quality level of Rare may provide 
three quality bonuses to the item. A quality level of Epic may 
provide four quality bonuses to the item. A quality level of 
Wondrous may provide five quality bonuses to the item. For 
example, card 725 in FIG. 7 shows that the “Wondrous 
Throne of Rage +0' confers five bonuses to the user's 
in-game persona: +5% Load, +5% Combat Speed, +12% 
Troop Training Speed, +5% Politics, and +25% Attack. 
These examples are not intended to be limiting and there 
may be more or fewer quality bonuses available and called 
by different names. If an item is enhanced, it goes from one 
quality level to the next quality level, e.g., from Uncommon 
to Rare. This means that an item that previously provided 
two quality bonuses would provide three quality bonuses 
after being enhanced. 
The affiliation virtual items may have a level value. The 

virtual item may have a level bonus for each of the quality 
bonuses, with the level bonus being based on the level value. 
For example, an affiliation virtual item with an Uncommon 
quality may have two quality bonuses and a level value of 
Zero. One quality bonus may be a bonus to a “ranged 
defense' attribute. Another quality bonus may be to a 
“ranged life' attribute. With a level value of Zero, the quality 
bonus for "ranged defense' may provide a one percent 
increase to the users in-game persona and the quality bonus 
for “ranged life' may confer a five percent increase to the 
users in-game persona. If the item is upgraded, its level 
value is increased and the existing quality bonuses each get 
a higher level-based bonus. For example, if the item was 
upgraded from level Zero to level one, there may be a level 
bonus to the quality bonus for “ranged defense' of one-half 
percent for a total bonus conferred to the users in-game 
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persona of one and one-half percent. Also, at a level value 
of one, there may be a level bonus to the quality bonus for 
“ranged life' of two percent for a total conferred bonus of 
seven percent. 
The number of quality bonuses an item has and the 

amount of bonus that each quality bonus provides may 
change independently of each other. That is, an item may be 
upgraded several times from level two to level five and yet 
always have only two quality bonuses. Conversely, an item 
may be enhanced several times such that the item goes from 
providing only one quality bonus to providing four quality 
bonuses, but the item may stay at level two regardless of the 
number of quality bonuses that are provided. As an example, 
the “Wondrous Throne of Rage +0” in FIG. 7 is a level zero 
item as indicated by the "+0', even though it confers five 
quality bonuses. 

Referring back to FIG. 1, in some versions, there may be 
a bonus component 145 configured to quality bonuses and 
the level bonus for each quality bonuses to the user's 
in-game persona. The bonus component 145 may read the 
affiliation virtual items quality bonuses and the level 
bonuses for the quality bonuses and when the game involves 
an aspect of the game that a bonus is related to, the quality 
bonus and the level bonus for that quality bonus is applied 
to the aspect. For example, if the user has an Uncommon 
item with a level value of one that grants a ranged defense 
bonus of one and one-half percent, if the users in-game 
persona is being attacked by a ranged unit, the bonus 
component 145 increases the users in-game persona’s 
ranged defense attribute by one and one-half percent. Non 
limiting examples of bonuses include increases/decreases to 
attack range, speed, or power, increases/decreases to defense 
range, speed, or power, increases/decreases to unit move 
ment speed, increases/decreases to building construction 
time, increases/decreases to experience or other metrics 
earned, e.g., competitive metrics such as “might', and/or 
increases/decreases to virtual currency and/or items found 
and/or won in battle. 

In some implementations, there may be an upgrade and 
enhancement resolution component 150 configured to deter 
mine whether an upgrade or an enhancement is successful. 
The upgrade and enhancement component may in some 
instances be one component and in other instances be two 
separate components, one that resolves upgrades and one 
that resolves enhancements. In either scenario, the upgrade 
and enhancement resolution component 150 may include a 
percentage likelihood of the upgrade or enhancement being 
Successful. In some instances the percentage likelihood 
decreases as the level value or quality value increases, i.e., 
the higher the level of the item or the better the quality of the 
item, the more difficult it may be to increase the level value 
or quality value, respectively. For example, upgrading an 
item from level Zero to level one may have a likelihood of 
ninety percent. An upgrade from level four to level five may 
have a thirty percent likelihood of Success. This percentage 
likelihood may be stored in a database or a spreadsheet file 
that the upgrade and enhancement resolution component 
reads from that a game developer or publisher or the like 
may edit to adjust the game. There may also be a random 
number generator configured to generate a random number 
for use in determining whether an upgrade or enhancement 
is Successful. In some implementations, there may be a 
resolving component configured to upgrade or enhance the 
item if the random number generated by the random number 
generator is less than or equal to the percentage likelihood 
of the level value or the quality value being increased; and 
break the affiliation virtual item if the random number is 
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12 
greater than the percentage likelihood of the upgrade or 
enhancement being Successful. 

If an item is “broken,” this may be designated by a flag or 
variable, e.g., a Boolean variable, associated with, or a 
property of the affiliation virtual item, whereby if the flag or 
variable is set to TRUE (or FALSE, depending on imple 
mentation), the item is considered “broken.” In some ver 
sions, the upgrade and enhancement resolution component 
150 breaks an item if the upgrade or enhancement is not 
Successful. In some cases, if the affiliation virtual item is 
broken, all quality bonuses and level bonuses for each of the 
quality bonuses are decreased, in Some versions decreased to 
the point of being negated, until the item is repaired. In other 
implementations, if the item is broken, the quality bonuses 
and level bonuses for each of the quality bonuses are simply 
decreased until the item is repaired. 

In some versions, there may be an item level upgrade 
component 155 configured to offer the user to upgrade the 
level bonus for each of the one or more quality bonuses. This 
offer is typically made through an interface 200 as shown in 
FIG. 2. The interface 200 shows the current level bonus for 
each of the one or more quality bonuses 205 and next level 
bonus for each of the one or more quality bonuses 210 if the 
upgrade is successful. In some implementations, the item 
level upgrade component 155 may be configured to require 
that the user pay an amount of virtual currency or affiliation 
virtual items to accept the offer. For example, as shown in 
FIG. 2, the item level upgrade component 155 offers the user 
(through the interface 200) to upgrade a Common Banner of 
The Spoils affiliation virtual item. To upgrade the affiliation 
virtual item, the user may provide virtual currency or 
another virtual item, e.g., two gems 215 (a currency) or 
fifteen hundred “Aetherstones' 220 (a virtual item). In some 
versions, the item level upgrade component 155 is further 
configured to provide an option through the interface 200 for 
the user to prevent the item from breaking by providing 
virtual currency or a second virtual item. For example, in 
FIG. 2, the user may provide one Lucky Token 225 (a virtual 
item) or fifteen gems 230 (virtual currency). In cases where 
the user pays to protect the item from breaking, even if the 
item is not successfully upgraded, the item may not be 
designated as broken or the item may be instantly repaired. 
In some instances, the item level upgrade component 155 
may be further configured to provide an option for the user 
to increase the chance of the upgrade being Successful if the 
user provides a second virtual item. In this case, the second 
virtual item may increase the likelihood of success of the 
upgrade, e.g., going from level four to five may have a thirty 
percent likelihood of success, but if the player provides a 
Lucky Token, the Lucky Token may add fifty percent to the 
likelihood of success, thereby making the likelihood of 
Success eighty percent in total. This may be done in addition 
to or as an alternative to providing a second virtual item to 
prevent the item from breaking. In some instances, provid 
ing a second virtual item, e.g., a Lucky Token, or additional 
virtual currency, e.g., additional gems, may cause the 
upgrade to skip levels, e.g., instead of the item going from 
level Zero to one, the item goes from level Zero to two. In 
Some implementations, the number of levels skipped may 
depend on the number of second virtual items or additional 
virtual currency spent. 

Additionally or alternatively, the user may instead be 
required to take Some form of out-of-game action to pay for 
the upgrade, e.g., rather than paying in virtual currency or 
objects, the user may pay for the upgrade by posting 
Something related to the game on the user's wall a social 
network page (via the notification component 135). 
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In some implementations, the interface 200 provides an 
indicator 235 of the likelihood of success, i.e., the success 
rate, of the upgrade. As discussed above, this success rate 
may change if the user provides additional virtual goods. 
Additionally or alternatively, the likelihood of success may 
change or a bonus to the chance of Success may be applied 
if the user repeatedly attempts the upgrade, e.g., the likeli 
hood of Success may increase to incentivize the user to keep 
spending virtual goods or it may decrease, e.g., as a story 
element that the item degrades over time. In some imple 
mentations the reward for attempting to upgrade several 
times may be displayed as an “Activity Bonus 245 where 
the more the user tries to upgrade the item, the more likely 
he or she is able to have the next upgrade be successful. In 
Some implementations, there may be a maximum number of 
attempts that the user is allowed before the item has either 
a one-hundred percent likelihood of success or alternatively 
a Zero percent chance of Success. 

If the user chooses to accept the offer, the user may press 
the “upgrade” button 240. In the example shown, the user 
may pay for the upgrade and at the same time prevent the 
item from breaking by paying for the upgrade with seven 
teen gems. In some implementations the item level upgrade 
component 155 may be further configured to upgrade the 
level bonus for each of the one or more quality bonuses if the 
user accepts the offer to upgrade the virtual item and the 
upgrade and enhancement component determines the 
upgrade is Successful. In the implementation shown in FIG. 
2, the active bonuses are displayed with check marks 250, 
260 next to them and the inactive bonuses are displayed with 
Xs 255 next to them. Before the upgrade, the user's persona 
is granted a bonus to “ranged defense” of one percent 250. 
If the upgrade is successful, the users in-game persona is 
granted a bonus of one and one-half percent 260. 

Referring back to FIG. 1, in some versions, an item 
quality enhancement component 160 may be configured to 
offer the user to enhance the set of one or more quality 
bonuses and further configured to add an additional quality 
bonus to the set of the one or more quality bonuses if the user 
accepts the offer to enhance the affiliation virtual item and 
the upgrade and enhancement component determines the 
enhancement is successful. An example of the item quality 
enhancement component 160 is shown in FIG. 3. In FIG. 3, 
this offer is typically made through an interface 300. The 
interface 300 shows the current set of quality bonuses 305 
and the enhanced set of quality bonuses 310 if the enhance 
ment is successful. The current set of quality bonuses 305 is 
two quality bonuses. If the enhancement is successful, the 
set of quality bonuses is increased to three quality bonuses. 
In some implementations, the item quality enhancement 
component 160 may be configured to require that the user 
pay an amount of virtual currency or virtual items to accept 
the offer. For example, as shown in FIG. 3, the item quality 
enhancement component 160 offers the user (through the 
interface 300) to upgrade an Uncommon Throne of Haste 
affiliation virtual item. To enhance the affiliation virtual 
item, the user may provide virtual currency or another 
virtual item, e.g., five gems 315 or forty five hundred 
“Aetherstones' 320. In some versions, the item quality 
enhancement component 160 is further configured to pro 
vide an option through the interface 300 for the user to 
prevent the item from breaking by providing virtual cur 
rency or a second virtual item. For example, in FIG. 3, the 
user may provide one Mystic Orb 325 or twelve gems 330. 
In some instances, the item quality enhancement component 
160 may be further configured to provide an option for the 
user to increase the chance of the enhancement being 
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successful if the user provides a second virtual item. In this 
case, the second virtual item may increase the likelihood of 
Success of the enhancement, e.g., going from Uncommon to 
Rare may have a thirty percent likelihood of success, but if 
the player provides a Mystic Orb, the Mystic Orb may add 
fifty percent to the likelihood of success, thereby making the 
likelihood of Success eighty percent in total. This may be 
done in addition to or as an alternative to providing a second 
virtual item to prevent the item from breaking. In some 
instances, providing a second virtual item, e.g., a Mystic 
Orb, or additional virtual currency, e.g., additional gems, 
may cause the enhancement to skip quality levels, e.g., 
instead of the item going from providing one quality bonus 
to providing two quality bonuses, the item goes from pro 
viding one quality bonus to providing three quality bonuses. 
In some implementations, the number of quality levels 
skipped may depend on the number of second virtual items 
or additional virtual currency spent. This may be done in 
addition to or as an alternative to providing an item to 
prevent the item from breaking. In some implementations, 
the interface 300 provides an indicator 335 of the likelihood 
of Success, i.e., the Success rate, of the enhancement. As 
discussed above, this success rate may change if the user 
provides additional virtual goods. Additionally or alterna 
tively, the likelihood of Success may change if the user 
repeatedly attempts the enhancement, e.g., the likelihood of 
Success may increase to incentivize the user to keep spend 
ing virtual goods or it may decrease, e.g., as a story element 
that the item degrades over time. As described above with 
regard to upgrading, an Activity Bonus 345 may be available 
during enhancements as well to increase the likelihood of 
success, where the more time the user attempts to enhance 
the item, the more likely a successful enhancement will 
occur. In some implementations, there may be a maximum 
number of attempts that the user is allowed before the item 
has either a one-hundred percent likelihood of success or 
alternatively a Zero percent chance of Success. 

If the user chooses to accept the offer, the user may press 
the "enhance' button 340 to attempt the enhancement. In the 
example shown, the user may pay for the enhancement and 
prevent the item from breaking by paying for the enhance 
ment with seventeen gems. In some implementations the 
item quality enhancement component 160 may be further 
configured to enhance the set of quality bonuses by adding 
an additional quality bonus (or more than one) if the user 
accepts the offer to enhance the affiliation virtual item and 
the enhancement and enhancement component determines 
the enhancement is successful. In some versions, the item 
quality enhancement component 160 and the item upgrade 
component are the same component. In the implementation 
shown in FIG. 3, the active bonuses before the enhancement 
are displayed with check marks 350a, 350b next to them and 
the inactive bonuses are displayed with Xs 355 next to them. 
After the enhancement, the active bonuses are displayed 
with check marks 360a, 360b, 360c next to them and the 
inactive bonuses are displayed with Xs 365 next to them. As 
shown, there is one more active bonus "Load +25.00% 
360c after the enhancement that was previously one of the 
inactive bonuses 355. 

Referring back to FIG. 1, in some versions, there is an 
item repairing component 165. The item repairing compo 
nent 165 may be configured to offer the user to repair a 
broken affiliation virtual item for a cost. If the user accepts 
the offer, the affiliation virtual item is repaired and the one 
or more quality bonuses are increased and the level bonus 
for each of the one or more quality bonuses are also 
increased. In implementations where the item being broken 
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negates all existing bonuses, repairing the affiliation virtual 
item restores the bonuses to the levels they were before the 
item was broken. 
The offer to upgrade the affiliation virtual item may be 

provided to individual ones of the users of an affiliation 
when those users have progressed to or past a specified point 
in the game, amassed a specified amount of experience 
points, resources or completed other achievements in the 
game. The offer to upgrade the affiliation virtual item may be 
provided to users of an affiliation when a threshold number 
of the users have achieved a specified accomplishment in the 
game. Such as passed a specified point in the game, amassed 
up to or in excess of a specified amount of experience points, 
resources, etc. 

The offer to upgrade the affiliation virtual item may be 
provided to members having an affiliation in response to at 
least a specified threshold of affiliation members each con 
tributing a specified second virtual item and/or a specified 
amount of a second virtual item. Second virtual items may 
be virtual items usable in the game. Second virtual items 
may be virtual currency associated with the game. Referring 
to FIG. 8, illustrated is an example of an interface 800 for 
upgrading an affiliation virtual item in accordance with one 
or more implementations. 

Notifications may be provided to members of the affili 
ation notifying them of the progress to upgrading the affili 
ation virtual item. For example, to members of the affiliation 
who have yet to contribute, a notification may be provided 
providing an indication of the number of members of the 
affiliation who have contributed and/or the number of mem 
bers required to contribute to upgrade the affiliation virtual 
item. In a view of the game users having an affiliation may 
See a banner, symbols, and/or other notifications providing 
an indication that there is an affiliation virtual item that is 
available for upgrade or in the process of being upgraded 
and encouraging the affiliation member to participate. Such 
notifications may be provided to players when viewing 
interface 800 for upgrading an affiliation virtual item. A 
notification 805 may encourage users of the affiliation to 
participate in upgrading the affiliation virtual item so that all 
members of the affiliation, those members who have con 
tributed, or some other users may receive a benefit associ 
ated with upgrading the affiliation virtual item. 

Interface 800 may comprise at least an offer portion 810 
providing an indication of an offer to users to upgrade an 
affiliation virtual item 820. The affiliation virtual item 820 
may be any virtual item having a benefit associated with one 
or more affiliations. For example the affiliation virtual item 
820 may be an object representing an increase in efficacy in 
combat units, or an increase in a users ability or a user's 
in-game persona’s ability to harvest crops, or to construct 
buildings, or provide additional or more advanced units, 
characters or other items of the user. The offer portion 810 
of the interface 800 may comprise a notification of one or 
more second virtual item 825 required to upgrade the 
affiliation virtual item 820. Multiple second virtual items 
may be required to upgrade the affiliation virtual item 820. 
An option to select the use one or more of different second 
virtual items may be offered to the user in order to accept the 
offer to upgrade the affiliation virtual item 820. An option to 
provide an amount of virtual currency to accept the offer to 
upgrade the affiliation virtual item may be provided. 

The interface 805 may provide a notification 815 of the 
number of affiliation members that have participated in the 
offer. The interface 805 may provide a notification of the 
number of affiliation members required to accept the offer in 
order to upgrade the affiliation virtual item. Providing a 
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notification may incentivize affiliation members who have 
participated and/or accepted the offer to upgrade the affili 
ation virtual item to encourage other members of the affili 
ation to accept the offer. 
The offer to upgrade one or more affiliation virtual items 

may comprise a total amount of virtual currency or a total 
number of one or more secondary virtual items required to 
be provided by affiliation members in order to receive the 
upgrade of the affiliation virtual item. Such amount of virtual 
currency and secondary virtual items may be provided by 
one or more of the members of the affiliation. Such a method 
would allow an accomplished member of an affiliation to 
upgrade the affiliation virtual item for the other members 
without requiring participation by those other members. 
The affiliation virtual items may appear in a users inven 

tory. The virtual items required to accept the offer to upgrade 
the affiliation virtual items may be stored in the user's 
inventory prior to acceptance of the offer and may be 
removed from the users inventory upon acceptance of the 
offer by the user. The affiliation virtual items may be stored 
in an affiliation inventory associated with the affiliation. The 
affiliation inventory may be managed by one or more 
members of the affiliation. In some implementations the 
affiliation inventory may be managed by one or more 
members of the affiliation having an indication that the 
members are in a leadership role within the affiliation. 
A given client computing platform 110 may include one 

or more processors, and electronic display, a control inter 
face, and/or other components. The one or more processors 
may be configured to execute computer program compo 
nents. The computer program components may be config 
ured to enable or user associated with the given client 
computing platform 110 to interface with system 100, and/or 
provide other functionality attributed herein to client com 
puting platforms 110. For example, the computer program 
components may include a view component configured to 
receive view information from server 105 (e.g., generated by 
space component 125), and to present a view of the virtual 
game environment (e.g., as described above) based on the 
received view information. This may facilitate participation 
by the user of the given client computing platform 110 in the 
game taking place in the virtual game environment. By way 
of non-limiting example, the given client computing plat 
form 110 may include one or more of a desktop computer, 
a laptop computer, a handheld computer, a tablet computing 
platform, a NetBook, a Smartphone, a gaming console, 
and/or other computing platforms. 

Server 105 may include electronic storage 175, one or 
more processors 180, and/or other components. Server 105 
may include communication lines, or ports to enable the 
exchange of information with a network and/or other com 
puting platforms. Illustration of server 105 in FIG. 1 is not 
intended to be limiting. Server 105 may include a plurality 
of hardware, Software, and/or firmware components operat 
ing together to provide the functionality attributed herein to 
server 105. For example, server 105 may be implemented 
“in the cloud' by a plurality of computing platforms oper 
ating together as server 105. 

Electronic storage 175 may comprise electronic storage 
media that electronically stores information. The electronic 
storage media of electronic storage 175 may include one or 
both of system storage that is provided integrally (i.e., 
substantially non-removable) with server 105 and/or remov 
able storage that is removably connectable to server 105 via, 
for example, a port (e.g., a USB port, a firewire port, etc.) or 
a drive (e.g., a disk drive, etc.). Electronic storage 175 may 
include one or more of optically readable storage media 
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(e.g., optical disks, etc.), magnetically readable storage 
media (e.g., magnetic tape, magnetic hard drive, floppy 
drive, etc.), electrical charge-based storage media (e.g., 
EEPROM, RAM, etc.), solid-state storage media (e.g., flash 
drive, etc.), and/or other electronically readable storage 
media. The electronic storage 175 may include one or more 
virtual storage resources (e.g., cloud storage, a virtual pri 
vate network, and/or other virtual storage resources). Elec 
tronic storage 175 may store software algorithms, informa 
tion determined by processor 180, information received 
from server 105, information received from client comput 
ing platforms 110, and/or other information that enables 
server 105 to function as described herein. 

Processor(s) 180 is configured to provide information 
processing capabilities in server 105. As such, processor 180 
may include one or more of a digital processor, an analog 
processor, a digital circuit designed to process information, 
an analog circuit designed to process information, a state 
machine, and/or other mechanisms for electronically pro 
cessing information. Although processor 180 is shown in 
FIG. 1 as a single entity, this is for illustrative purposes only. 
In some implementations, processor 180 may include a 
plurality of processing units. These processing units may be 
physically located within the same device, or processor 180 
may represent processing functionality of a plurality of 
devices operating in coordination. The processor 180 may be 
configured to execute components 125, 130, 135, 140, 145, 
150, 155, 160, and/or 165. Processor 180 may be configured 
to execute components 125, 130, 135, 140, 145, 150, 155, 
160, and/or 165 by software; hardware; firmware; some 
combination of software, hardware, and/or firmware; and/or 
other mechanisms for configuring processing capabilities on 
processor 180. 

It should be appreciated that although components 125, 
130, 135, 140, 145, 150, 155, 160, 165 and/or 170 are 
illustrated in FIG. 1 as being co-located within a single 
processing unit, in implementations in which processor 180 
includes multiple processing units, one or more of compo 
nents 125, 130, 135, 140, 145, 150, 155, 160, and/or 165 
may be located remotely from the other components. As a 
non-limiting example, some or all of the functionality attrib 
uted to components 125, 130, 135, 140,145, 150, 155, 160, 
and/or 165 may be provided “in the cloud' by a plurality of 
processors connected through a network. The description of 
the functionality provided by the different components 125, 
130, 135, 140, 145, 150, 155, 160, and/or 165 herein is for 
illustrative purposes, and is not intended to be limiting, as 
any of components 125, 130, 135, 140, 145, 150, 155, 160, 
and/or 165 may provide more or less functionality than is 
described. For example, one or more of components 125, 
130, 135, 140, 145, 150, 155, 160, and/or 165 may be 
eliminated, and some or all of its functionality may be 
provided by other ones of components 125, 130, 135, 140, 
145, 150, 155, 160, and/or 165. As another example, pro 
cessor 180 may be configured to execute one or more 
additional components that may perform some or all of the 
functionality attributed below to one of components 125, 
130, 135, 140,145, 150, 155, 160, and/or 165. Components 
125, 130, 135, 140, 145, 150, 155, 160, and/or 165 may 
execute on one server, on multiple distinct servers, there 
may be a server for each respective component, or the 
components may be combined in any number of permuta 
tions to execute on any number of servers. Furthermore, 
server 105 may be a hardware server or it may be a process 
with a designated memory space executed on a hardware 
processor. 
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It will be appreciated that illustration in FIG. 1 and the 

description herein of components 125, 130, 135, 140, 145, 
150, 155, 160, and/or 165 being provided for implementa 
tion with a single online game and/or virtual space (e.g., 
provided by space component 125) is not intended to be 
limiting. In some implementations, one or more of compo 
nents 125, 130, 135, 140, 145, 150, 155, 160, and/or 165 
may provide the functionality described herein for a plural 
ity of separate online games and/or virtual spaces (e.g., 
provided by a plurality of space components). Such imple 
mentations may reduce redundancy of an entity that pro 
vides a plurality of different online games and/or virtual 
spaces to users through the Social networking platforms. In 
Such implementations, the one or more of components 125. 
130, 135, 140, 145, 150, 155, 160, and/or 165 that are 
provided to serve a plurality of different online games 
(and/or virtual spaces) may be executed in a separate server 
from the server(s) executing the space components. 

FIG. 4 depicts a method 400, executed on a computer 
processor, e.g., processor 180, for granting bonuses to a 
users in-game persona. The method 400 begins by defining, 
at operation 405, an interface that allows a user to place a 
affiliation virtual item in a slot within the interface. The 
affiliation virtual item may be similar to that described 
above. The method 400 continues to operation 410 where 
input by the user is received, with the user placing the 
affiliation virtual item in the slot. At operation 415, respon 
sive to reception of the input, a set of one or more quality 
bonuses is established based on the quality value. Also, at 
operation 420, a level bonus is established for each of the 
one or more quality bonuses, with the level bonuses being 
based on the level value. The order of the operations, e.g., 
415 to 420 is not limiting, e.g., the level bonus may be 
established before the quality bonuses. The method 400 
continues at operation 425 where the interface is caused to 
offer the user the ability to upgrade/enhance the affiliation 
virtual item. If the user accepts the offer, at operation 430 it 
is determined whether the affiliation virtual item is 
upgraded/enhanced or broken. If the affiliation virtual item 
is upgraded, the level bonus for each quality bonus is 
increased at operation 435 (in the case of the item being 
enhanced, an additional quality bonus is added to the set of 
quality bonuses). If the affiliation virtual item is broken 
though, each of the quality bonuses and the level bonus for 
each quality bonus is decreased at operation 440. Then 
quality bonuses and the level bonus for each quality bonus 
are provided to the users in-game persona at operation 445. 

In some versions, the quality bonuses and the level bonus 
for each quality bonus may be modified based in part on a 
bonus weighting value that is associated with the slot the 
item is in. For example, the interface may provide a slot for 
a “throne,” a slot for a “window,” a slot for a "banner, a slot 
for a “relic' and a slot for a “seneschal.” An item placed in 
the throne slot may be given a weight of eighty-five percent, 
whereas an item placed in the banner slot may be given a 
weight of sixty five percent. Continuing the example, the 
item in the throne slot may have one quality bonus be 
“ranged defense +1%'. Because the throne slot is weighted 
by eighty five percent, the item may actually confer a bonus 
of one percent multiplied by eighty five percent, i.e., a 
+0.85% increase to ranged defense. This in turn may make 
affiliation virtual items for a heavily weighted slot that 
convey a desirable bonus more valuable in the game. 

FIG. 5 depicts a method 500 that is used in some 
embodiments for determining whether the affiliation virtual 
item is upgraded/enhanced or broken. The method may be 
executed on one or more computer processors, e.g., proces 
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sor 180. Again, although described together, the method for 
determining if an item is upgraded may be separate from the 
method for determining if the item is enhanced. The method 
500 begins by assigning at operation 505 a percentage 
likelihood of the affiliation virtual item being upgraded/ 
enhanced. Then, at operation 510, a random number is 
generated. Then it is determined at operation 515 if the 
random number is less than the percentage likelihood of the 
upgrade/enhancement being Successful when all modifiers 
are taken into account, e.g., increases to the likelihood of 
success provided by additional virtual items or currency. If 
the random number is less than the likelihood, the item is 
upgrade or enhanced as appropriate at operation 520. If the 
random number is greater than the likelihood, the item is 
broken (if the additional items were not provided to prevent 
it from being broken) at operation 525 and the level bonuses 
and quality bonuses are decreased and/or negated. 
As described above, the method 500 may also include 

optional steps (not shown) where the offer to upgrade/ 
enhance the affiliation virtual item includes a requirement 
that the user pay an amount of virtual currency to accept the 
offer and a step where the virtual currency is received. 
Additionally or alternatively, the offer to upgrade/enhance 
the affiliation virtual item may also include a step where a 
second virtual item is received from the user to prevent the 
first affiliation virtual item from breaking. Additionally or 
alternatively, the method 500 may also include a step where 
a second virtual item is received to increase the chance of the 
affiliation virtual item being upgraded/enhanced. 
The method 500 may also allow a user to place a second 

virtual item in a second slot within the interface, the second 
virtual item also including a level value and a quality value. 
If this happens, responsive to the user placing the second 
virtual item in the second slot, one or more quality-based 
bonuses are provided based on the quality of the second 
virtual item and a level-based bonus for each of the quality 
based bonuses is provided to the users in-game persona 
based on the level value of the second virtual item. 

FIG. 6 depicts a method 600 of repairing the affiliation 
virtual item if it is broken. The method may be executed on 
one or more computer processors, e.g., processor 180. As 
described above, a broken item may have its quality bonuses 
and level bonuses for each quality bonus decreased, in some 
versions decreased to the point of being negated. The 
method 600 begins by offering to the user, at operation 605, 
the ability to repair the affiliation virtual item if it is broken. 
The offer to repair the affiliation virtual item may include a 
requirement that the user pay an amount of virtual currency 
to accept the offer. Then, at operation 610, the broken item 
is repaired responsive to an acceptance of the offer to repair 
the broken item. Then, at operation 615, each of the quality 
bonuses and the level bonus for each quality bonus are 
increased and/or restored. 

Although the system(s) and/or method(s) of this disclo 
sure have been described in detail for the purpose of 
illustration based on what is currently considered to be the 
most practical and preferred implementations, it is to be 
understood that such detail is solely for that purpose and that 
the disclosure is not limited to the disclosed implementa 
tions, but, on the contrary, is intended to cover modifications 
and equivalent arrangements that are within the spirit and 
Scope of the appended claims. For example, it is to be 
understood that the present disclosure contemplates that, to 
the extent possible, one or more features of any implemen 
tation can be combined with one or more features of any 
other implementation. 
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What is claimed is: 
1. A system for granting bonuses to a users in-game 

persona, the system comprising: 
one or more physical computer processors configured by 

machine-readable instructions to: 
manage one or more affiliations within a game com 

prising a discrete group of users with a relationship 
having a functional significance within the game that 
has an impact on game play, wherein the affiliations 
have associated affiliation virtual items that provide 
a benefit to members of the affiliations, such that the 
one or more affiliations include a first affiliation 
having an associated first affiliation virtual item that 
provides a benefit to members of the first affiliation; 

define an interface that allows a user to place the first 
affiliation virtual item in a first slot within the inter 
face, the first affiliation virtual item comprising a first 
level value, wherein the first level value provides an 
associated first benefit level to the members of the 
first affiliation; 

receive input by the user to place the first affiliation 
virtual item in the first slot: 

establish, responsive to reception of the input, a set of 
one or more level bonuses based on the first level 
value; 

cause the interface to offer the user the ability to 
upgrade the first affiliation virtual item; 

determine, responsive to an acceptance of the offer, 
whether the first virtual item is upgraded or broken; 

increase each of the one or more level bonuses for the 
first affiliation virtual item responsive to the first 
affiliation virtual item being upgraded, wherein 
increasing each of the one or more level bonuses for 
the first affiliation virtual item increases each of the 
associated first benefit levels to the members of the 
first affiliation; 

decrease each of the one or more level bonuses for the 
first affiliation virtual item responsive to the first 
affiliation virtual item being broken, wherein 
decreasing each of the one or more level bonuses for 
the first affiliation virtual item decreases each of the 
associated first benefit levels to the members of the 
first affiliation; and, 

provide each of the one or more level bonuses to the 
in-game personas of members of the first affiliation. 

2. The system of claim 1, wherein the affiliation virtual 
item comprises a first quality value and the one or more 
physical computer processors are configured by machine 
readable instructions to establish, responsive to reception of 
the input, a set of one or more quality bonuses based on the 
first quality value. 

3. The system of claim 2, wherein the one or more 
physical computer processors are configured by machine 
readable instructions to establish, responsive to reception of 
the input, a level bonus for each of the one or more quality 
bonuses based on the first level value. 

4. The system of claim 3, wherein the one or more 
physical computer processors are configured by machine 
readable instructions to increase the level bonus for each of 
the one or more quality bonuses responsive to the first virtual 
item being upgraded. 

5. The system of claim 1, wherein determining whether 
the first affiliation virtual item is upgraded or broken 
requires: 

assigning a percentage likelihood of the first affiliation 
virtual item being upgraded; 

generating a random number; and, 
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upgrading the first affiliation virtual item responsive to the 
random number being less than the percentage likeli 
hood of the first affiliation virtual item being upgraded 
and breaking the first affiliation virtual item responsive 
to the random number being greater than the percentage 
likelihood. 

6. The system of claim 1, wherein the one or more 
physical computer processors are configured by machine 
readable instructions to provide an offer to enhance the first 
affiliation virtual item to users, wherein the offer includes a 
requirement that the user pay an amount of virtual currency 
to accept the offer. 

7. The system of claim 1, wherein the one or more 
physical processors are configured by machine-readable 
instructions to provide an option to the user to prevent the 
first affiliation virtual item from breaking by providing a 
second virtual item. 

8. The system of claim 1, wherein the one or more 
physical processors are configured by machine-readable 
instructions to provide an option to the user to increase the 
chance of the first affiliation virtual item being upgraded by 
providing a second virtual item. 

9. The system of claim 8 wherein the one or more physical 
processors are configured by machine-readable instructions 
to: 

allow the user to place a second virtual item in a second 
clot within the interface, the second virtual item com 
prising a second level value; and, 

provide, responsive to the user placing the second virtual 
item in the second slot, a third bonus based on the 
second level value. 

10. The system of claim 9, wherein the second virtual item 
comprises a second quality value and the one or more 
physical processors are configured by machine-readable 
instructions to: 

provide, responsive to the user placing the second virtual 
item in the second slot, a fourth bonus based on the 
second quality value. 

11. A method for granting bonuses to a user's in-game 
persona, the method performed using one or more physical 
computer processors, the method comprising: 

managing one or more affiliations within a game com 
prising a discrete group of users with a relationship 
having a functional significance within the game that 
has an impact on game play, wherein the affiliations 
have associated affiliation virtual items that provide a 
benefit to members of the affiliations, such that the one 
or more affiliations include a first affiliation having an 
associated first affiliation virtual item that provides a 
benefit to members of the first affiliation: 

defining an interface that allows a user to place the first 
affiliation virtual item in a first slot within the interface, 
the first affiliation virtual item comprising a first level 
value, wherein the first level value provides an associ 
ated first benefit level to the members of the first 
affiliation; 

receiving input by the user to place the first affiliation 
virtual item in the first slot: 

establishing, responsive to reception of the input, a set of 
one or more level bonuses based on the first level value: 

causing the interface to offer the user the ability to 
upgrade the first affiliation virtual item; 

determining, responsive to an acceptance of the offer, 
whether the first virtual item is upgraded or broken; 
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increasing each of the one or more level bonuses for the 

first affiliation virtual item responsive to the first affili 
ation virtual item being upgraded, wherein increasing 
each of the one or more level bonuses for the first 
affiliation virtual item increases each of the associated 
first benefit levels to the members of the first affiliation: 

decreasing each of the one or more level bonuses for the 
first affiliation virtual item responsive to the first affili 
ation virtual item being broken, wherein decreasing 
each of the one or more level bonuses for the first 
affiliation virtual item decreases each of the associated 
first benefit levels to the members of the first affiliation; 
and, 

providing each of the one or more level bonuses to the 
in-game personas of members of the first affiliation. 

12. The method of claim 11, wherein the affiliation virtual 
item comprises a first quality value and the method further 
comprises: 

establishing responsive to reception of the input, a set of 
one or more quality bonuses based on the first quality 
value. 

13. The method of claim 12, further comprising estab 
lishing, responsive to reception of the input, a level bonus 
for each of the one or more quality bonuses based on the first 
level value. 

14. The method of claim 13, further comprising increas 
ing the level bonus for each of the one or more quality 
bonuses responsive to the first virtual item being upgraded. 

15. The method of claim 11, wherein determining whether 
the first affiliation virtual item is upgraded or broken 
requires: 

assigning a percentage likelihood of the first affiliation 
Virtual item being upgraded; 

generating a random number; and, 
upgrading the first affiliation virtual item responsive to the 

random number being less than the percentage likeli 
hood of the first affiliation virtual item being upgraded 
and breaking the first affiliation virtual item responsive 
to the random number being greater than the percentage 
likelihood. 

16. The method of claim 11, further comprising providing 
an offer to enhance the first affiliation virtual item to users, 
wherein the offer includes a requirement that the user pay an 
amount of virtual currency to accept the offer. 

17. The method of claim 11, further comprising providing 
an option to the user to prevent the first affiliation virtual 
item from breaking by providing a second virtual item. 

18. The method of claim 11, further comprising providing 
an option to the user to increase the chance of the first 
affiliation virtual item being upgraded by providing a second 
virtual item. 

19. The method of claim 18, further comprising: 
allowing the user to place a second virtual item in a 

second clot within the interface, the second virtual item 
comprising a second level value; and, 

providing, responsive to the user placing the second 
Virtual item in the second slot, a third bonus based on 
the second level value. 

20. The method of claim 11, wherein the second virtual 
item comprises a second quality value and the method 
further comprises: 

providing, responsive to the user placing the second 
Virtual item in the second slot, a fourth bonus based on 
the second quality value. 
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